Deck of the Balatrones 


Weapon, rare (requires attunement) 


Any creature who is proficient with playing cards is proficient with the Deck of the Balatrones. Treat 
it as a thrown weapon with a range of 20/60 feet and the Finesse property. While attuned to this 


weapon, you get +2 to attack rolls made with it. 


Each card in this deck has a back with a design of chaotic, multicolored glyphs. When you first find 


the deck, it has a random arrangement of cards, with a random number of cards in each rank and 


suit, but it always has 52 cards. When you roll for initiative while attuned to the deck, draw eight 


cards from it. As a bonus action, you may discard up to five cards from your hand, and then draw 
that many more from the deck. When you make an attack roll with this weapon, choose up to five 
cards to make a poker hand with them. The weapon's damage die changes based on the hand you 


made. All damage below is slashing damage. 


What It Looks Like Base 


Damage 


Flush Five Five cards of the exact same rank and the exact same suit. 


A Full House where all cards are the same suit. 


Five of a Five cards of the same rank. At least one card must be off-suit. 1d10+5 


Kind 


Straight Five cards with sequential ranks, and the same suit. 


Flush 


Four of a Four cards of the same rank, plus up to one card of a different 


Kind rank. 


Full House Three of a Kind in one rank, and a Pair in another rank. At least 


one card must be off-suit. 


Five cards of the same suit. Must also not be a Full House, 


Straight or Five of a Kind. 


Straight Five cards with sequential ranks. At least one card must be 


off-suit. 


Three of a Three cards of the same rank, plus up to two cards of different 


Kind ranks. 


Two Pair One Pair of one rank, another Pair of a different rank, plus up to 


one card of another different rank. 


Two cards of the same rank, plus up to three cards of different 


ranks. 


High Card None of the above hands. No cards with matching ranks, at 


least one off-suit card, and at least one break in the sequence. 


In addition to the base damage, each individual card adds damage of an amount governed by its 


suit, and a type governed by its rank. 


Card rank Damage 


1, then roll a d710. If you roll a 1, this damage increases to 2. 


Face card or 10 


Number card (2-9) Roll a d10. If you rolled less than or equal to the card's rank, 1. 


Damage type 


Lightning 


Diamonds 


A creature killed by this weapon dissolves into a cloud of red mist. 


I'm still not sure how I'd add the other card types, such as Jokers, tarot and planets, but nothing is 


set in stone here yet. A big part of what ! wrestled with while making this magic item is that in 


Balatro, every single enemy has at the absolute least, 100 HP so porting the numbers over 


one-to-one would result in the most broken weapon to ever exist. 


